




















Gil sila erin lO govaded vin... 

Welcome to another issue of Hall of Fire* In 
this issue we have a new creature that has been 
plaguing dwarves for years, and is ripe to plague 
players as well* We also have an overview of 
the new Lord of the Rings-based RPG recently 
released from Cubicle 7* 

We hope you enjoy the issue and happy gaming. 
Farad vaer* 

Micah A* Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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T he One Ring RPG 


The One Ring RPG was released at GenCon this year by Cubicle 7 ( http://www.cubicle7.co.uk ) . This is the 
most recent RPG based in Middle-earth, and as such I felt that I deserved an overview of the system for those 
interested in it. 



The Books 


Cubicle 7 has stated that it plans on TORRPG being a trilogy of 
core sets, this being the first. Each set will cover a different 
region and time frame. In addition to these core sets, there 
will also be other material that will link everything together. 

It can be assumed that these other materials will cover 
other regions and people not covered in the core sets. 


The first core set for TORRPG is a box set of two books, two 
maps, and a set of dice called Over the Edge of the Wild, As one 
might guess from the name, this box set deals specifically with the area of 
Wilderland, The material is also set in the year TA 2946, just five years after 
the Battle of Five Armies, 


These books are broken up into a guide for the players, and a guide for the Narrator (Loremaster in TORRPG 
terminology). This separation is the same with the maps. The Adventures’ map is intended to to let the 
players know where settlements are and where they have been. The Loremaster’s map is of the same area, but 
it has marked out how difficult the terrain is, determining how quickly a party can travel through that region, 
as well as how tiring traveling through the area is. 


The set has not hit stores yet. It can be ordered off of Cubicle 7’s web site, and should be available in your 
local gaming stores sometime in September. If you can’t wait to look at it, there is a PDF version of the book 
that can be downloaded now from DriveThru RPG. Cubicle 7 is working with Bits and Mortar to provide 
people with both a physical copy of the books as well as a PDF version. If you order the set from Cubicle 7, 
they will send you the books as soon as possible and also give you a code so that you can download them right 
away. If you would prefer to go though your local gaming store, but still want the PDF in addition to the 
physical books, Bits and Mortar has a search engine to locate local stores that are participating in the program 
( http://www.bits-and-mortar.com/storedocator/ ). 

The Dice 

Include with the set are seven dice. There are six D6 and one 
D12. The D12 is referred to as the Fate Die and goes from one 
through ten as normal, but eleven is replaced by an Eye of Sauron, and 
the twelve has been replaced by a G rune. As one might expect rolling 
and the G rune is an instant success. 



the Eye of Sauron is an instant failure, 


.> 
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The D6s are referred to as Success dice. One through three on them are just the outline of the number, while 
four through six are solid. The six also has a Tengwar rune for one. When rolling dice, one roll a number of 
Success dice equal to their rank in the skill that being tested (a person can have from zero to six ranks in a 
skill) and the Fate die. It is important to note that if a player does not have any ranks in a skill, they may 
attempt it by just rolling the Fate die. The value of all of the dice are added together. If they are equal to or 
greater than the TN set by the Loremaster the roll is successful. For some rolls, a player may be able to get a 
better outcome (taking less time to do the action, more information, persuade someone to agree to more 
favorable terms, etc.). This is determined by how many Tengwar one rune are showing. For each that is 
showing, the degree of success goes up. Just having a one rune showing does not gaurantee the success of the 
roll, it still needs to beat the TN set by the Loremaster. 


The Characters 

When a player is creating their character, they will need to choose a Culture. Cultures in TORRPG is a 
combination of race and where the the character hails from. The following are the Cultures that are included 
in over the Edge of the Wild: 


Bardings 

This group is make up of those that followed King 
Bard back to Dale. 

Beornings 

These are men that follow of Beorn, and while their 
leader may be able to change into a giant bear to 
stalk goblins by night, they are not. 

Dwarves of the Lonely Mountain 

After the defeat of Smaug, dwarves returned to their 
old homes in the Lonely Mountain. Some of them 
now seek to find what adventure awaits beyond the 
gates of their mountain stronghold. 


Elves of Mirkwood 

These elves have long lived in the dark and 
forbidding woods that have become known as 
Mirkwood. Some are now moving more widely in 
Middle-earth. 

Hobbits of the Shire 

Apparently not all Hobbits found the stories of 
Bilbo outlandish, and have come to see things for 
themselves. 

Woodmen 

Men who make their living and their settlements 
along the edge of Mirkwood are referred to as 
Woodmen. 


Each Culture includes a Cultural Blessing (a unique special ability only available to that Culture), a set of 
starting skills and weapon skills. The player also picks two traits, similar to Edges (Coda) or Feats (d20), from a 
list of traits that represent that Culture.. Each culture also has a set of six backgrounds that the player can 
either roll for a random background or choose the one that they desire. Each background includes an 
additional two traits, a favored skill and starting attributes 


In addition to Culture, a player chooses a Calling. Each calling grants two additional favored skills, another 
trait, and a “Shadow Weakness.” The “Shadow Weakness” is a twisted, corrupt form of the Calling, and shows 
how a character of this Calling end up acting if they are corrupted by the powers of evil. 

We hope that this brief introduction has been helpful in understanding some of the basics of the new system. 
We am planing on writing more articles about the new system going into more specifics. 

If anyone has had a chance go over the new system, and would like to write a review, please feel free to send it 
to submissions@halloffire.org . We would not at all be opposed to publishing multiple reviews of the system, so 
that people can get different points of view on this new system. Please include a brief overview of your gaming 
experience with your review. 
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Cave Claw 

by Luke Enyart (RangerOflthilien) 

Description 

This creature is a subterranean dweller that is perfectly suited to live 
in its lightless realm. The cave claw is like a lump of muscle wrapped 
up in a tough leather hide. With all that muscle it is easier for it to 
dig its way throughout its tunnels. The thick hide protects it from 
abrasions and falling debris. Overall this also makes it a dangerous 
foe if one runs afoul of it in the wilds. 

The cave claw is the bane of dwarves throughout Middle-earth, 
There are many reasons for the enmity toward this underground 
dweller. As a subterranean creature they burrow through the earth 
incorporating natural chambers and tunnels into their territory. 

Their diet is varied and they happily devour other creatures they 
come across in their tunnelling, including lone dwarven miners. 
When meat is not available the beast will eat roots and tubers that 
they come across in their burrowing, and can even gain sustenance 
from eating reinforcing timbers in tunnels. In many old tunnels that 
have no food the cave claws resort to eating the support beams in the 
mines. This causes cave-ins and the risk of cave-ins to old mines 
thereby earning the naugrims' ire. 
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Cave Claw 

Attributes (Adult) 

BRG 6(0) 

NIM 6(0) 

PER 8(+l)* 

STR 12(+3)* 

VIT10(+2) 

WIT 4(0) 

Attributes (Juvenile) 

BRG 6(0) 

NIM 6(0) 

PER 8(+l)* 

STR 10 (+2)* 

VIT 9(+l) 

WIT 4(0) 

Reactions (Adult) 

STAM +3* 

SWFT +1 

WILLO 

WISD +1 

Reactions (Juvenile) 

STAM +2* 

SWFT +1 

WILLO 

WISD +1 


Defence: 10 

Move: 6 (Adult), 3 (Juvenile) 


Skills 

Armed Combat:Natural Weapons (Claws )4, 
Observe(Hear)5, Survival (Caves) 4 

Special Abilities 

Armour (Thick Hide 2), Burrowing (Mv 1), 
Extraordinary Sense (Hearing +5 to observe 
roll), Natural Weaponry (Claws) 2D6 


Size: M (Adult), S (Juvenile) 

The cave claw possesses a sharp hardened horn like an elongated Health: 13 (Adult), 11 (Juvenile) 

nose that they use to push through the earth while burrowing. Their 
forelegs are extremely long and end in hardened sharp claws that they use to rip chunks of 
earth out of their way while digging. These claws are equally adept at rending prey and 
for defending the cave claw in a fight. The rear legs are like paddles and help both clear 
excavated material out behind the animal and also push it ahead in the burrow. 

Most encounters are with a lone adult cave claw that is in search of food in its territory. 

Only during mating season do the adults come together to foster a new generation of the beasts. 

Lucky for miners this occurs only once a decade. The females lay a clutch of up to a dozen eggs and then 
abandon them to their unknown fate. When the eggs hatch the young will fight with each other until only 
one remains, with the rest having been devoured by the victor. The hatchling is fully able to tunnel just like 
its full grown parents. It immediately begins digging about looking for more food. In most cases the beast will 
be able to deal with most any threat it might come across. However, if not able to overcome the danger it will 
burrow under the ground to escape from danger. For these reasons an encounter with a juvenile cave claw is 
just as dangerous as with the matured variety. 



The cave claw is nearly blind and relies on sound vibrations as its chief means of sensing the environment. 
They also have a keen sense of smell. Their body has numerous long hairs that protrude and allow it to more 
easily sense vibrations in the ground while they are tunnelling. The beast can sense vibrations in the earth 
from hundreds of yards away and zero in on the source to reach the potential prey. Because the rarity of light 
in their world, sources of light of any kind are painful to them and they can sometimes be driven off with 
torches that are brandished at them. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game 
information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

Rpg Tools For Decipher’s Coda Games 

httn:// 2 rouDS. vahoo.com/groun/rD 2 tools/ 

Encyclopedia Of Arda 

http://www.2lvphweb.com/arda/default.htm 

Fan Modules For Middle-Earth 

httD:// 2 rouDs.vahoo.com/grouD/fan-modules 

The Steward And The King 

http://www.stewardandking.net 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Chronicles Of The North 

http://rpg.avioc.org/ 

Trek-Rpg.net 

http://forum.trek-rpg.net/index.php 

MERP.com 

http://www.merp.com 

Coda Webzine Repository 

httD://erouDs.vahoo.com/groun/coda webzine 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.theonering.com/ 

Lord of the Ring RPG Archive 

http://www.wix.com/skinnerman02/lord-of'the-rp2- 

The One Ring.Net 

http://www.theonering.net 

archive 



Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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